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Editorial dreams

When | got my first computer, easily the most Interesting use |
Tound tor It was to Wwrite my own game. | had very little knnuledge of
BASIC and none at all of other computer languages. 8o 1IvU was with
great delight that | read or a8 new program being telessed toc enable
anycne to write their own adventure games., wWith no programming
knowledge required whatsoever. This was a major breakthiough and
changed the race of home computing almost overnitght. The program was
"The Quil|l™ trem Gilsctt, o1 course. betore it's release, adventure
games had been the sport or players., noet writers. unless you knew wyour
machine inside out. Alter "The duill" adventure game WIiting became
possible 1or evervone who owned a Spectrum 48F. no matter what theis
knowledge o programming. 507 That meant that vyou, orf me, WEIE able to

try our hand at putting together our very own adventures. It noe longes
mattered what the protessionals were up to, 11 we dian't like thewir
adventures we now had the chance to write aur own. The elitlsm ar
programming had gone. Joe Bloggs could rnow write an  adventure! This
also meant that the Lricks of the Lrade wWere ours to seg - S0 that's
how You Set up & hidden object, so that's how you increase Lhe Score
when yvou rind the cbhiect... the Tog had been cleared. I1I "The: CQuill"

haad stopped there that might have been enocugh, but the ball had been
set rolling... scon home-based companies SErang up, orfrering a range
ol Quili=-written games. Gillsott became inundated with daily stacks ot
Quilled adventures thet the public had written tLhemselves, Lhilst a
majority of these might not have been 11t to publisn, there remalined a
ciream of Quill games that were. quite literally, up te the standards
of protessional ly written saveniurss teleszed by athel companies.
Wnhat's more there was ococsasicnally a Quilld game sC good Lt was
sctually better than & lesser 1elease 1rom &R estzbliished sortware
houss. It became clear that there was Nno maZic about writing adventure
games - they weren't Wrltlien by & sSelect brand of people tralned LoveEs
many Yearsgs, they could be sSuUcCessTully written by evervone. What the
Quill did essentially was to remove Lhe need Lo waste time learning
how to program. Lhern Wwriting & pragram to write an adventure - Lhat
way ¥You needed years betore you could even start your game - Wwith The
Uulli, 1t was all done 1o you. 50 Yyou wefe lelt to concentrate on the
important thing., actual |y creating YOuUT game! Setving up an
atmosphere, putting 1h a set of interesting objects to dizzcover,
cratting your location gescriptions and MESSagEs. In other words,
WEtting the adventure itselt, nmot complex and demanding code to enauls
¥ou Lo write the game later, I at all! And to create youl Ltest, all
that Wwas esseéntially required was the very words themsslves! So anvone
who could reead and write, Bnd use a computer kevboard was now acle to
create an aoventure! Ul course 1t takes a sklllea Wwrite: Lo produce @
masiterpiece, but wny should that stop the general pubilic having a go?
It meedn’t, ever since Gilsaort released "The Wuill",

Where does that |eave aagvernture writers todas? Since "The Quili”™
many other adventiure wiiting utilities have SUrtaced., all OrIEel Ing
VBarlous ways Of cresting vour game. "The Quill"™ was text-only wuntil

Gllsert added "The lllustrator”. and now many utilities allow text and
graphics 1o be created togetner, plus & vasit array (=] | edtensive and
exciting Teztures as adventures gel moies and mere clever. I'he great
thing 1s thael wha! ever! the big COoOmpanles gt WUp 1o, wWwith thels tansy
adventure systems., the public 18 nesed Tai benind thanks o oall the
Companlies that e e ieleaseq tetter &1 Lettléy uti1lities, Even
Mouse-driven menus and digitised graphlcs &1& now able to be Fail o1
YUl afivenlure games!' Betore “The wuilll"™ thet woule heve seemed

Ilpossible: Whole paress of lasCiNnating FIogiamuing at e being lald wilidae
Open Lo everyone, nol kEp L secirel by & L ileal ned Flodlfamme| s,



Ad.enture writers have been particularly lucky in this fteEsfect,
Wheieas afcade gamés have only had & handtful of game-writing FProgiams
made available, and those orten limiked.

| believe that everyone has the ability to produce an &sdventure
game of some sort, but 1T you wWant to write anvihing worthwhile, then
you're reading the right magazine! | decided to set up Adventure Coder
not ror myselr, but to help you, the reader. Whatever COMpPULETS and
method you're USING Lo Wrltle HOuT adveENLUTE game, then this i tLhe
Fublication TOorf yaou. Unly here will you 1ind all the help vouw'll need
1o Creale an advenlure ol Lhe hignest standards. fou mays; have fust
Started computing and want somé help 11n the basic elemnente of
QESIENINEg &n adventure - how best to make & Mmap, use oolesLs  BnRA
dellne your puziles. Ho proolem. Ur you may want more aduvanced hel g
Wilh B complex r1outline that you can't seem to fathom ocut and wour geame
won't be the same without 1t. Again, no problem! Over the camning
monins | hope Lo be sbile to bring you articles on  all E8peciLs o1
BdvenLure Wwriting, even gelling »our game published. |'m here to help
You, but | ean only do s0 11 | krowWw what help vou reed. Feel tiee to

Witte In sbout anything you like concerning adventure writing - |'ve a
team Ol eXpEriencen wWillers feady to tackle wvour proplemse mnc matter
how trivial they may séem L& you - evervane has ta Sstart Somewhele,

ENd theie's nothing worse Lhan getting stuck with & line ot code that
somecne &lse might have already scorted out rTor YOu. Mavbe instead
you're that person, who's written Wwhat you consider to e & nitty
foutine vou teel might be uselul to other coders. Why not send it in
ana gel youdr routine printed? You'ill we helping others and Sesing your
Name 1n print at tne same time. That can oniy be good, surely? I'm not
looiing Tor just roulines of course. ANYLHINMZ ¥ou think ma, be usetul,
Such &8 & bug vou might have ftound In yYour utility, €1 & Ltrick to make
1t do things 11 1sn't méeant to. There maybe somecne who would 1ove to
use what vyou'wve round, 17 only they Knew about 1t. And what 11 yow' v
an 1dea vou Wish Lo discuss? why Mot send 1m a letter? Fernaps there's
Scmelhing aCoUT aOventusres that really annoys you, Bl e the, getLing
teo cloese to hole Flaying Games? would vyou preter &l ad.entures L8 <
Lecome Lextl-only agaln, or do you wish more graphlics coula EC in &
game=? Why NoU &if ¥your vi1ews? Agwventure Coder 15 here rar ¥ou to  do
Just thar. | hore you r13nd 1t usertul. I nov. Why not B8ay S0 | *we
triea to make 1t as Inleresting as possible. but I'm loocking tor a lot
more contributions Trom yaouw. the reader. See 1T you San think oI & wa,
ol 1mproving the magazZine - |'m sure there's lols of WE & [ riasen’t
thougnt of! I'"m oniy the Editor, and this 1s PO MagaZine. i =T
[Srwaio Lo an,y CommeEnLE On LHls Tl1I1S&L 1&SSUe - R0y 110!




MORE PaAaw SENDOR!

Gllisott aie planning to
release two Turther verslons of
their bestsel ling adventure

writing wutility known as FAw
\Froressional Adventure Writer).
The rirst is a Spanish language
vVersion ot FAW, apparently
because there's a lot ot
Spectrums in Spzin! Even so,
there Bre Tar more Commocdore Bds
in the world, which doesn't
explain why the B4 wversion of
Faw 18 still on 1ce.

Secondly, a FC cCOmpUter
version is being written, which
could prove immense |y POFUlas,
& many machines now suppoart FCO
sortwalre around Lthe worid.

Lastly., the 31 wversion ot FAW
is due oOUL next month. « . no.
sorry. that's a li1e. Looks like
this one hes bltten the i1ce LOG.
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LICERNCE TO QU1 L.L.

Uther Gilsott news 1NVOIYES
the budget release ot The quill
and The lllustrator 1Gr three
i i R computers., the Commoacre €4,
\ : Spectrum &4BK and Amstrad CFL
(ange. This means at last that
The 1llustrater has surtaced lol
the B4. You can get The Quill
vtor nostalgic reascns?y or  The

bilustrator alone 1af £3.93
each, of both fTor Just 5. S5
. it Statle which compuler You oWnhn and
e 141.‘; _WTE_-.‘ sdd S2p pap 1f you wWish to taste
ﬂl»‘f:-;_‘,.“‘_’_'*;‘: Gl AR some vintage computing histon,
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Utilities and add-ons

This is a list of &ll known programs but |!'m sure there are & few
mere. lf you know of any other utilities or add-ons, especially tor

computers such as the MSX and Atarl B-bits, whatever, please write in

and help make this list a8 derinitive gulde.

AMl = Amige S508, uma,be 1000, 2000 too.

CFC = Amstrad CPFC (4B4, GE4, EL12E,

ARKC = Archimedes 1385, 316. 312H, maybe A3ICED too)

CE4 = Commodore B4 (maybe 64¥, 128, 1280 too!

DRG = Dragon 32

ELE = Electron

HTIR = Haster

S48 = Spectrum 4Bk tmaybe 16¥, 4BK+, 12BK, +Z. +3 too!

51 = Atari S52@=TFH wmavbe S52@5TH, 124@STF. MEuwA 1, MEGR Z, HEGA &,
STE tooa:

NAME COMFAlis  (COMFUTEERS) COMMENT

A-CUDE Level B tmany: in-house utility only
ADVENTURE BUILLER SYSTEM e [l (24l

ADVENTURE CONSTRUCTION ESET Electronic Arts (CEL)

ALVENTURE KEERNEL SYSTEM Me lbourie House (AMS) beook listing. taps
ALVENTURE UWEITER Codewriter (CB4) USA Quill
ADVENTURESCAFE ALE (BB

ALL Fuplic Domain (AMI)

ADJVEYS Fublic Domain ST

ALFS Alpine Software (BBC MThR ARC)

AMIGAC Incentive t(AMl) Coming scon?
AMIGAVENTURE Fuclic Domain (AMI2

THE BIRO kamiam Corporation (many’) in-house.toc lcan
CHARACTER ZETS Simicro (Sab6) GAC

CHARACTERS Gilsott (Sub) Quill

LRAGUN WRITEER Cowen t1DORG)

DUNGEON BUILDER Dream (Cod)

THE ExiFANHLER Gilsott (S548) with PRESS

FONT CREATUk Simicro (S4B GAC

THE FIX Felsort 1S4g)

THE FliX+* kelsort (545

GALC Incentive (548 AME CE4.

GAaL+ Incentive (CEa) disk-only

GAC DATAEBASE FREINTEER Big Suvy Ce4a)

THE GACFAL Eszsential Myth 154B) GaC

GENES IS ChL/Camel Micros 1548) good band!

THE ILLUSTRATUOK Gilsort (S4ae AMS CE4) Wuill

HEuA Gilsortskelsotrt (S48) PaW, part of FTH
MINIFIX kelsort LSaB)

FATCH Gilsott L548)

FAW Gilsort (Sab AMS FC) no CBa4sS5T!
FAW-FHUS IS Gilsort/kelsott (S48) FPAW, part of PTH)
Faw-TEL Gilsort/kelsort (Sa48) Faw, part or FTM
FIC=-FIX Kelsort (S4B)

FRE=S Gilsott 1S4a8)

F1H Gilsert/kKelsolt (S48 3 FaAW overlaws
Guell kelsort (S48 Quill

THE wulLL Girlsoft (1348 AMS Ce4)

EECLAINMER Felsott 154E) GAC

ShAGA scott Adams (CE4) mol ror sale!

THE SLRI1EE Your Spectrum (S48, listing

S1TAO Incentive LST

TAL Incentive (BEU ELE) GAC without graphics
TARILEFIN Microdeal ST AUl



GAC+ Review

Chris Hester reviews "GAC+"™ fTrom Incentive on the Commodore €4,

It &all started with the release Oof the original "Graphic Adventure
Creator”., This was released by Incentive in 1986% gn the Amstrad tirst,
anad the Commcdore 64 ana Spectrum an 128BE. Written by Sean Ellis. here
Was a vVersatile adventure writimg program that stunned rTeviewers and
programmers alike. |t was a compined text and graphics program. unlike
Gilsott's separate modules "The Quill" snd "The Illustrator”, so &all
you needed to create a decent graphic adventure was load "GAC"! There
tollowed a BEC text-only wersion ot the program too, but | bought the
Commodore 64 "GACY as sopon as 1t was released. Converted by The kid in
the spring ot 1986, it proved immensely useful to a CBEME4 market that
had been deprived of a version or "The |Illlustrater”, and hence 3
chance to design your own graphic adventures. Although none of the
unigque characteristics ot the B4 were exploited such a8 sSprites and
quality sound, "GAC" was well worthy or the Goid Meaal awarded to 1t
by "Zzap' 64" magazine. Or was 1t? Thorough testing by myselt revealea
a list ot bugs and nasty things that coula go wrong Wwith the program.
Mest of these were avoildable thankrully, but they spolled an octherwise
gquality product. With the aadvent of the 16-bit computers, an Atarl ST
version of "GAC" was released, known as "STAC". 1This was a far
superior version allowing graphics from art piograms to be used and
dirrerent text Tonte, hence bresaking the "sameyv" loek that was an
attribute ot the previous versions ot "GAC". That brings us up to date
with the release o1 "GAC+" in 1289 ror the Commodore &4 only ana on
disk only as well. But betore | can comment on "GAU-" &8 1t 1Is now
1eleasad, there's a three-vear tale to tell of it's inception! Read on
in bewllderment...

"GAC Plus", as it was to be called, was conceived soon afrer "GAL"
ag & superior version Wwith a host of rnew features. In early 19486
AMELrad owners were the first to be told or a possible deluxe version
ot "GAC", to feature a music editor, graphles that could be scaled and
merged, and locads ol shading patterns, much like "The |lllustrator”.
The new program would even be mouseée compatible! Avalleple on disk. vou
could mccess other disks ror data, just li1ke Intocom, and hence create
an infinitely large agventure! "GAC Flus" was to be released In... get
this... June o©or July 1986. That's three vesrs ago!! Later on that same
vear, Incentive announced turther news of this stunning product, by
now eagerly awaited. The release date had been changed to Septembe:
1986 and "GAC Flus" would then otter the Amstred user a "pertfect 11l
foutine™, and text On the graphics screen, plus the screen editor had
been improved and now included a disk catalog rTunction. 10U could have
iedesigned characters for your text, &no room descrlptlions along wWilTh
messages could be 1@24 characters long! (As opposed to 256.) There
would also be a new 1Mproved texl compression routine. Existing YGAC™
users could upgrade tnelir coples for,.. Wall fTor 1L... free! Otherwise
"GAC Plus" Would cost E49,95, All ain ail. 1t looked good for Amstrad
users in 1986!!

£o what happened? That, only Incentive themselves knowu. It would
appesr that they came across the loea Tor tLhelr "Freescape" 3D
gfaphics routine and that toock ever. | woule heage & bet Lhnat the

amstrad "GAC Flus" wag ghelved and other strailght versions of "GAC™
released instead ror other computeres, They mav have used s5ome ol thear
experience i1n attempting "GAC Flus" on the Amstrad to wilte the Atari

"STAC" wersion, bDut there remained no "SAC Flus”™ tor Lthe B-bit
computers until thi1s year, with the release 01 what WE NOW KW 13
called "GAC+"™ pgn the Lcommodoie B4. Sairy, Amaliso USErs, you' ve lost
ocut Lthere! Now let's explore LtogetLhern ali the new and exciting

téeatures in "GACA ™, ..
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Oh dear. Looks fust the same as "GAL". Where's the music editor tor
a start? The 64 could really haeve made use of that, doing BEWERY With
the reeble "beep" created by pressing the "CTEL" key and "G". ‘You
could have had & plece of bach playing at the start o1 the game. and a
plece or Tchalkovsky dureing plav... still., never mind. let's try out
the thousands o1 new graphlies shades |'ve been walting three vears to
try out - hope they're as good as those you get with Gilsott's "The
lllustrator"™ = there, vou could use certeln shaoges to creale Whole ned
coloura and rapidly improve your graphics! Vhat's this though? HNeo
extra shades? No amazing patteins? No stunning new features Lo scale

graphics?? Nope. Not & bit ot 1t, ‘To tell the truth there's bhkeen
absolutely no i1mprovements made to the graphlics section at &ll! Wwell
then. That just leaves all the other rascinating teatures we can
USE.,+ E€T+ss | hate to tell veu this, but they're mnot Lhere. It
appears "GAC+"™ is not the deluxe "GAC™ | was looking forwara to!f
Intact 1t 1sn*t & "GAC Hark 11" at all?t It's {fust "GAC"™ with the

ability to link Separate parts to make blgger aaventures. That's 1t
But 1sn't that alone great news? Yes, but ve're being conned. A look

at the directory on the disk ot "Gau+® reveals all WE need to KW
about what "GAC+" really i1s. The disk bears B directory header of "uwAl
Use 2", Get that? Not "GAC+" pbut "GAC WUSA". Soon arter "GAC™ rirst

came out, there was talk or an American wverslon of 1t belng programmed
to cater Tor the American disk marketl. Selling "wAC" In the Statées was
no good 11 1t coulon't make some use ol disks. 5o in the spring ot
1887, The Ki1d returned to the "GAC" code he'd written a yeBr betore,
and put I1n the abllity 1o link a great many parts ot your adventure on
disk. The Americans wvere bound Lo loave i, Te ail intente anag
purposes. the American version of "GAC" 1s "GaC+". Otherwise why hnas
nothing been done to the code since 198777 And why have we had Lo wWailt
until 198%, two years later, to get this "fake" new version?? Ana whyv
have Incentive never done the decent thing and released a progpet
upgrade of "GACL"™ that they set about writing back In 136677

So there vou have 1t. |ncentive have obvicusly thought what to do
next: write the avwaited "GAL Flus" &atter ali, o1 get rliada ot the
American "GAC" and push their sales a bit more. giving the program to
an independent distributor (Mandy hodrigues) and leaving them Tree to
concentrate on what | can only assume 1s "Freescape 1LE". You c=ee,
arcade games take preterence over adventure utijities. |t anvone else
knows any more acout this maetter, please write in and tell me!

S0 what exactly is the benerit or owning "GACL+" then? The only
bensfit 1s Lthat you can nowWw Create Yyour sdventure as large as
possible! There's no longer any restriction oan memory = You ©an  Now

cCreste uUp Lo 25¢ parts to your geme! (oL millions ©1 parts  BE  yYou
might have hoped., but Z5¢ should bpe enough!’) This has the addec
attraction that esach part can Ieature masses oOf text and really
detalled graphics. If you run out of mMmemory, Slmply move on Lo ancother

pait! I you wWish, each part can be only one location, but with as
much text and grefphics as will tit I1n the computer! You could have a
dilterent graphlc for each ocbiject, displayed upon examining it, anad
really large messages too - even realistic dialogus Lhat betore memory
wouldan't have allowed. How many ideas have vyou had berore thszst to
implement with "uAY"™ would have tilled the memcry &nd not lett anv
roam Tof a game? Well now you can try them out! How about designing &
Sface game where 2ach fpart takes ¥You to & uUnique Flanet, testuring
lots or graphics and locations? AL last there's ne limit to the memiry
your game can use!! Tnat, 11 nothing else, makes "wAL+" worthwhile.

That's the good News. Thethau? It vou're thanking o1 ExXFanding &

tull-s1ze "GhC" game wsing "GAL+", then You must male sure it daoesn't
use wup too much memory' With "GAJ", vou had up to 23124 bytes Tiee to
Flay with. but with "GAC+", wyou ohly get 22060 brytes 1tree. ODbviously
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that 1sn't a pioblem Lo & prand new geme &s youw go oh Lo & SECOnd part

1t the memory is tull, but | crashed the program by trylng te load In
a tull-size game into "GAC+" - the game was 1124 bytes 100 large:!!
There's no warning about this in the msnual so 1'm telllng you now, be
caretul about your old "GAC"™ games - make sure they are lesa than

22000 bytes long betore Lransterring them into "GAC+" = you might have
to take out some locations and put them in a separate part, 1t's up to
you. Or you might want to start fTresh on a "GAC+"™ anly gBme. 1t 50,
then vou'll be making use o1t the LINk command., which 18 vhat "GAC+" {ag
all sbout. This can link a lot or ditterent parts together In & manner
that leaves the player to explore your game as 11 it were much. much
larger than could fit into the computer at one go. If you split  your
game's map into detinite groups or locations, such as those making up
& torest, a willage and so on, then all you need Lo do 1S Create each
part separately 1inside "GAC+"., then pul 1nh the coirect LINK commands
between the parts! 5o the plaver could then walk rrom the Torest L
the village, and the disk would load 1n each part no matter Wwheie Lhe
plaver had been bertore or was sel Lo gO. The only r1equirement nere 1s

that objiects match between the parts - "a wand" in the rorest tpatrt 1)
must also be "a wand" when the player C10SSes OoOVEer to the wvillage
tpart 2). S0 you'll have to enter many obiects again in each part, but

that's no problem. I'm sure some objlects can be used 1n one part anly,
such a8 B grand plana, say, that wouldn't be able to be moved rrom one
parl ot your game 10 Lhe mext. 80 in the next part, that object could
be BN 0Ek tree, or whatever!

Jther things to note are that there's &an erroix in the manual
concerning the colours used in the graphics sectlion. For some 1easan,
Incentive have changed the green and blue highlighting colours 1o
black and orange. The manusl still rerers toc green and olue though. Ho
problem to "GAC"™ users upgrading, but it could cause confusion to
people getting "GAC+" and being unramiliar to “"GAC". Bilack and orange
highlighting? Yes. that's right. Guess what. UOrange and daik biue (the
vackground colours is one of the mest revelting, meesy and unreadable
combinations known to Commodore B4 users! Why the orange colour?!?
Grrr. Black on dark blue 1is readable but dark., Tut tut. Why do
programmesrs still use bad colour schemes when there ai1e 9o many clear
and readable ones to choose rrom? | can only assume that The hid tuho
programmed "GAC+") has & very clear monitor. Myselr | use a clear TV
‘a5 good as the Commodore monitors | recion.) It may seem & trivial
Foint to you, but 1t gets to me. IMagine it | were using a really poor
colour TV - what then? What hope o! resding the text in orange on blue
then? Programmers must cater ftor all users. 1'd li1ke Lo see a ol mowe
Frograms oflering not only the chance Lo aller the scireen cCcolouls to
youi li1king, but 17T that's net realistic tas 1n 3 multicoloured aicade
game) then there should Le the option for ditrererit colour Schemes, as
seen i1n "Spindizzy". And there should alsc be a black-and-whilte oplicen
tor pecople without colour Tevs. It Nobl.aos Wy not? Iv's stupld Lo
gssume all computer owners uWse & rlash monitor.

Atter that grudge, | see there's still no use tar the "LAST" bar on

the grapnics screen. Un the Amstrad version, this shows Yyoul las!
command - useful when editing graphics. But they've nevesr coded It on
the bu TOr Some reason., rou Just get this bar next to the word "LAST".
Trhe bar nevwer changes - 1t's pointless! However, in MuwAoE", the
colours of the bar have changed in accordance with the shitt from
green and blue highlights to black and brown, Still meaningless,

Well you're probably thanking | didn't get an well with "Gaos™, U
the contrary,. | guite li1ke 1t. But 1t's dieadiully late. lhe B-tit

ad.enture markel 18 ahrinking yeatly Bs Lhe 1E6-Lit computers take
over, SC by the time you'wve written your multipart “"Gho+" game., who's
going to still own an 8-bit compuler oun which to play 1? touw  could
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have written three years' worth ot games by now, had lncentive kept toc
their release dates! Never mind, "GAC+" is here. and you'd best make
the maost of 1t! Get out your pencils and draw the blggest map you can
think er. There'll be no troukle titting 1t in Lo your game now!

"GAC+" {s only available from Mandy HRodrigues, 24 Haes ¥ Lum,
Liandudne, Gwynedd, LL3® 11JE.

Commodore 64 disk-only price: £29.95 - complete with manual.
Upgrade prace: £10.@Q 'with your tape or disk or "GAC")
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Computer Dreams

oy Alison Finkett

At the computer, tap-tapping all dav,
| dream ot places far, 'ar away,
Swaying palm trees on a sun-drenched beach,
It seems so terribly out ot reach...
Maybe this computer has & hidden code
That could just take me into another mode.
Just press T ror trensport and watch Lhe screen,
AS ti1gures become places |'ve never been.
Then thiough the screen | would simply rloat,
Ho ticket meeded tor a plane or boat.
Suddenly | hear somecne call to me,
"Come on, dreamer, 1t's time tor tea."
Eut as | press "of1" and watch the screen clear,

A scund comes tfrom within - it Ls the sea | hear?

keproduced by kind permission of Mrs Alison Finkett/Woman's Weel lv.
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PAW Prints

by Gecrge March

In this first issue, 1'd like to first answer the three most asked
questions concerning any future adventure writer, which are..

(A) I know 1 want to write something, but I don't know what, I've no
imagination! (B) Either I've got a few ideas, but that's it! Or 1I've

got so many ideas that I don't know when to stop (this happens very
rarely mind) and (C) I want to be able to do such-and-such, but I don't
know how to do it?

To which I answer.. (A) Rubbish! Everyone's got an imagination, just
some peoples are a bit more abundant. So what can you do to get any
ideas? Just like me, you can try asking other people what they would do
in a certain situation, given the objects you have in your game to do

as they wish with! Your local library will help, or T.V, etc, and are a
mine of factual information. The T.V and films (my favourites 'James
Bond', 'Our man' and 'In like Flint', 'Mcgyver', etc) are brilliant I
find for giving me a prod in the right direction, and newspapers and
magazines are full of stories about airplane hi-jacks, kidnappings, etc,
for story ideas, and even though 1 can't condone the nicking of other
peoples ideas for stories (though the borrowing of routines is usually
okay), a spoof adventure (eg, the 'Boggit'} is a workable (if not
original) idea. But the way I often go about it, is just to first sketch
my few ideas down on paper, and to write a short story with them (the
shorter the better!), taking any messages, location descriptions, etc,
straight from there! (B) A few ideas (or a short story) are all you'll
ever need to start any adventure, not too wordy to start with mind, just
to get you into the way of things, and as far as having too many 1deas,
not everyone will be a good one, so don't try putting too many into a
game to start with. Why not keep some routines for a second game (or a
larger 128 version), after all a game never needs to be very big to be
brilliant, 'Behind closed doors' by Zencbi for example, which only has
one location! And (C) if you're ever stuck with something, ask

someone else! So why not try writing to me, see the address at the end,
or care of the 'Coder'. And even if I can't figure out a problem for you,
another reader out there maybe able to! But there's never any need to

be stuck with an idea, or have to do without! So why not write for help,
or with any ideas, routines, etc, which you think could help someone
else, so have a heart and help your fellow programmers and myself write
a great column!

Right onto the column properly now, there are quite a few things 1 wanted
to be able to do with the P.A.W for my own creations when I first started
out, but never could guite handle, as there was nobody to help until now!
Which included the printing of available exits on screen, for example

in process 4 the routine could be something like this..

_ _ COPYOF 38 110 LET 33 A MOVE 110 SYSMESS A

The first action makes a copy of the players present location number into
a blank flag (which 1've used flag 110 as), the second gives the verb

a direction number (I've used the number A as an example), ie, verb
number 2 is actually the word 'south'. This next action moves the blank
flag with the same room number as the player in the direction given by
LET 33 ?, and then, if the flag is able to move in the direction given,
the name of the direction is printed. Please note that a copy of the
routine above exist for each available direction, just altering the
direction number in LET 33 ? to match, and all directions are measured
using those available in the connections table. For example..

LET 33 14 MOVE 110, etc.

would give a sysmess like 'An open lift door', only if the exits from
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the players present room had an exit leading into an elevator, and ENTER
was given as verb 14 beiny said exit, but for example what if there's a
locked door which can be eopened, then the routine would be..

_ _ AT R ZERO 60 SYSMESS B

So is the player in room R (eg, where the lift doors are?) and have the
doors been openned yet? If not then print sys B.

_ _ AT R NOTZERO 60 SYSMESS C

Just as before, just giving a differant answer if the door has been
openned. Sysmess B = 'Some closed 1ift doors. ' and C = 'Open lift
doors. '. You must remember the space after each full-stop, for these
exits to be printed as a valid sentence. Now the routine in response
which prints these exits on screen might be..

EXITS _ SYSMESS D PROCESS 4 NEWLINE DONE

Sysmess D = 'Obvious exit(s) are ' again remember the space! This

action then prints an sys without a newline, visits the process (as above)
which prints the name of the exit(s) available, and then newlines it to
look like a proper message. Now this is okay, if the writer only wishes
the directions to be printed on regquest, but what if we want them to be
on screen all the time? Well these routines placed in process 1 will do
the trick..

* 0 NEWLINE ZERO 0 ABSENT 0 LISTOBJ NEWLINE SYSMESS D PROCESS 4 NEWLINE
FPROTECT

* 1 PRESENT 0 LISTOBJ NEWLINE SYSMESS D PROCESS 4 NEWLINE PROTECT

The first four lines in * _ 0, and the first two in * _ 1 are just as
P.A.W contains normally, with just another line space inserted between
any objects printed, and/ or directions printed on screen, sysmess D

is just the same as in the EXITS _ routine above. I've used another
newline to print a line space, after the routine visits the process
which generates the exit names, just to make it look a bit cleaner, and
the protect action forces any inputs to scroll up underneath the
location text (or whatever else is on screen). Here's a simple idea for

response to allow the player to change the contents of the open/closed
door flag.

OPEN DOOR AT R ZERO 60 SET &0 OK

So if the player opens the door at a particular room (room R), and the
door is not openned yet, the routine marks the door as being open and
prints the sysmessage 'Okay'. Now the messages used in process 4 must
be either MES's on their own, or SYSMESSes, but neither must have a
newline, as the routine will look real funny otherwise! And won't be
printed as a continues message as they should (eg, 'Obvious exit(s) N.
SE. ENTER. '. One of my other problems, was the creation of the ever
popular wandering monster bit, which may be of use to a new writer,
especially a 128 owner, so these routines first tell whether the
wandering whatnot is in the same location as the player, and then
generates a random movement pattern (or any other action, such as combat)
for it! So first of all in process 1 just after the..

* & 0 AT 0 ANYKEY GOTO 'start room', etc

We need an action which finds and holds the moving P.S.1's present
location..



» » ZERO 31 COPYOF 13 65

1f this is the very first time the enter key is pressed in a game, the
next action makes a copy of the P.5.1's present location into a blank
flag (flag 65) and this next action..

* * RANDOM 68

Randomizes another flag, from which the random directions are taken,
and is then used as the number of the verb to move the P.S.I in (see:
LET 33 ?/MOVE 65 for printing exits on screen). This must 'not' be
included in the ZERO 31 routine. This next piece tells if object 13
(which I've taken as our wanderer) is in the players location, and
then goes onto a process dealing with its movement, etc.

*  PRESENT 13 PROCESS 5 DONE

With me so far? Good, then for process 5 we need to handle the finding of
the direction the P.S.1 is to move in, and then the printing of its
direction on screen. So is the random number generated in process 1 less
than 15 (ie, a direction?)

* 0 LT 68 15 PROCESS 6 MOVE 65 COPYOF 65 13 LET 51 13 SYSMESS F
PROCESS 7 DONE

1f so, then the routine goes to the process dealing with the generation
of the direction chosen by the random number, if the flag is able to
move in the direction (sometimes it won't, if the random number isn't
the same as a connection) given, and is thus the same as that of a
connection, then the copy of the P.S.1's new room is copied back into the
P.S.I's present location flag, which then moves the P.S.1 in the
direction randomly made, it prints sys F and then prints the direction
the P.S.1 moves off in. Sys F _ 'The _ wanders off '. Remember the space
after 'off '. Now the reason 1 inserted LET 51 13 before the sys is

just to allow this routine to be used for other P.S.1's if wished, as
this is the flag number which prints the name of an object given in
place of an underline in a message. Yes, but what if the random number

is not available as a connection? Well that can be handled just like
this..

¥ L L 68 15 MESSAGE 1 DONE

The process goes to the routine above, if it cannot move the P.5.1.

* 2 GT 68 15 MESSAGE 2 DONE

* 3 GT 68 24 MESSAGE 3 DONE, etc

I've left message 1, 2 and 3 upto the writer, and as many exist as the
writer wishes, just by measuring whether the random number is greater/
less than a value specified, and now onto process 6 which generates
the random number needed, and as before one exists for each available
direction, exept for the last one which is taken care of without a
chance option, as it is the last one in the process (ie, nothing

comes after it)

* 0 CHANCE 10 LET 33 2 DONE

* 1 CHANCE 10 LET 33 3 DONE, etc upto..

* _ 12 LET 23 14 DONE

1



These use the conversion nouns from 2 = 14 (or less if the writer
wishes to give the player less directions)

This is the last process in our sequence of three (process 7) and is
the process dealing with the printing of the direction the P.S.I has
moved off in, and again there's one for each available direction.

* _EQ 68 ? MESSAGE ? DONE

I1s the random number used in the movement of the P.S5.1 the same as an
available direction? Again this uses the conversion nouns from 2 - 14,
if so then the relevant message is printed, for example 'N. ' for
north, 'U. ' for up, etc. Here is also a nice little routine of mine
(which Larry Horsfield may (or may not) have used in the 'Probe’
{thanks Larry!)), to calculate whether one flag is greater/less than
another (something the P.A.W is saddly lacking), and is best used in a
process table called from response when needed..

* CLEAR A SAME B C NOTDONE

So first of all we need to clear the contents of a chosen flag (A) to
use as a counter, and if the two flags you wish to compare are the
same then the process moves onto this next routine.

_ _ LET A1 SUB B C ZERO C NOTDONE

Now if we make counter A equal to 1, and then take the contents of B
away from C, if C is zero, then B is obviously greater than C!

_ _ LET A 2 NOTDONE

But if C is not zero, then it comes here and makes A equal to 2, as B
is then less than C, ie, if A eguals 1 then B is greater than C, but
if A is equal to 2, then C is greater then B, which could be used to
test if one characters might is stronger than anothers like in a
fight, for flags B and C could both be random, but I'll move onto
some fight routines next month, so here's where to get in touch for
any help you're in need of, or for any hints you can give to other
people, also please enclose a S.A.E if you want a personal reply,
otherwise it'll get printed here instead..

G. E. MARCH, 93 ROBERTS STREET, NEWCASTLE UPON TYNE, NE15 6BE

FoOorD: CHART

bevised by C.Haster

1+ "Baby | Love Your Wrew" = Will To Fowder

Ly "bLon't tou Forget Aboutr Meals" - Simple Minds

4 "Thank rou For The Muesli"™ = AbbDa

41 "Manie sSoutrtle” - The bagels

£E; "] Woant To bake It With rou" - Bread

&) "bark Side Ur The Mousse” - keith Floyd

74 "Souperrlv Guy" -~ Eggs-Express

Bs "l Just bLiet In rour Arms Tonight" - The Cooking Crew
g "Strawberrv Flans Forever"™ = The Eatles

lu: "Fool To Fiw"™ - The holling Scones
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Machine Coding your adventures Ffartl

by Faul Brunyee

Ferhaps some would call this article "Masochistic Adventure
Writing" or "Blowing your mind in three easy steps" but what 1 am
going to do is show how easy (!) and mcre importantly, how individual

and original your adventure can be When Wwritien using ascsemb |y
language.

| will start by showing how some ot the building blocks ot an
adventure can be written. By burlding blocks | mean such things as

command input and command parsing routines. Such routines may then be
incorporated into your own BASIC or assembly language pPrograms.

| must point out at this stage that | program using a ZB@ based
assembly language ton a Speccy sctuallys so my apologies extend ta all

you 65d32ers as | am only familiar with ZEBC coding.

But why assembly language? Well, quite an easy gquestion tor
starters. The processing involved within an adventure, such as
gecoding and acting uwpon Your commands, is gquite large, and

consequently rather time consuming when achieved through BASIL, or any
other interpreted language. The problem, In Lhls contexti, is that with
interpreted languages the CFU has more work to do bDreaking down the
high level language statements into coae 1t can Bct upon when the

program 1s executed. With an assembDly language pPiogram, betore
execution 1t must be translated into machine code by & speclial program
calleag an Assembler. When 1t is translsested, or assembled, in this

manner, the output trom the Assembler tthe machine code) can be
directly executed by the CFU. Thus., an assembly language program, once
assemblea, can be subsequently executed without any turther processing
invoived., This leads to s signiricant reduction 1IN processing time
which, 1n adventurespeak, means tastler Tesponse Limes.

There are other: advantazges gained with using assembly languages,
auch as more compact and erticlent code, although the speed taclor is
probably the meost important.

An assembly language is a programming language whose instructions
are written in a mnemonic T1Grm. or a torm 1in which their sound
suggests their meaning, as Iin the tollowing examp les:

LD A,27 = |oad sccumulater with decimal 27
INC A - ipncrement contents ot accumulator by 1
Ck 72 - compare contents ot acumulator with decimal 72

An 1mportant feature or assembly languages 18 that assemb |y
language 1nstructions &arée based ocn & one 1o one relatlicnsnlp Wwith
machine code (nstructions. PFPor example, to take one (nd § the above
examples, INC A is represented in machine code 1n one byle &s decimal
E@, whereas in a BASIC program a statement such as LET A=A+l would

translate to several machine coge instructions, and be several bwtes
leng.

As | mentioned brietly, betore an assembly language program can
be execuled 1L must be translated inta machine code DY a FIOgTam
called an Assembleir. Machine code describes the binary patterns, ai
digits, which form instructions whieh the CFU can arrectlly B LT,
Most AssembBlers include same kina of editor T ¥ou  to  code youl
progtam inlto. Unce coded, the program 15 assenbled and, vl la, dirid
have executabile machine code.

For these articles to be o much uwuse Lo You, FR =R w1l Need all
Assembler yeurselt. | use Hisotts DEviAc, | w1l also assums you heoe
a bagsic understanding of assembly languages. out T ot Lhose wWha a1 e
qulte loet when talk % | byLtes, Tlaatlihy point arl1thmetic andl
hexadecimal representation 1ills the air | will willingly help. as
test | can, either thidugh these pages of on & pErsSonEl basis,

sccording to demand.
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Within ZB¢ assembly lenguage, there are seven maln Tegisteis o1
variables, each only one byte long and thus able to take values tiram O
to 2%5. These registers are the A, B, C. D, E, H and L registers. The
A register Is krown as the accumulator and 1s used Tof MOST Bri1thmetlc
and logic operations. The othe: six registers may be palred Legethe:

ms BC, DE snd HL and in this register palr tTorm are two byvtes lanig.
and thus abile to take values rrom & to E5535.

Wrhen Wwriting Iin ZB@ assembiy IBNEUAEES an IMpartant nole Lo LEal
in mind is the use of RUM calls to ease the progiamming eltort. Aller

all, 1t a routine already exists then that ecan bLe used Instesa of
Wilting your own. The mailn advantage 1s the memory sSaved by uUusing = 3
byte CALL instruction, rather than duplicating any couae, 1 Wi1ll  be
using seversal RuM calls in the ceding.

| eould wiite 51 length about the syntax &snd use ot the Zae
instruction set but this ma, detract somewhat I rom the objective.

actually writing sume code so | will now list some commonly used
pleces or code.

Open channel 2 - this 1s necessary to print on lines @ to 21:

LD A2 - s&t accumulatlor tor channel
CALL 5622 call "oFéen channel' routine

Frint a character:

LD A, x - losd accumulater with ASCIl eharacrer code
kST A6 - eall '"print chatacter" routine

Frint a string ot characters (laong method):

LL: B,9 - set tor 9 characters
LY HL.STRING - point HL at start of characlels
LOOF LD A, tHL - pick up character at wvHL)
R5T 1E = print character
IHe HL - point HL at next character
LatL Ludk - decrement B reg1stér., 11 non-zeru jump to LUuk
KE1 - return to system

SThRite LEFM “Adventure®

Frint a string o characters (short method):

LL» DE.STEING - point LE at start o characters

LI Bo.S = joad BEC with number of characters to print
CALL BZ52 - call "print characters' roulLine

KEET = return to system

SThiNa LEFM "Adventure"”

Trhese last two pleces of code help show the usefulness o! callilng
upon routines alresdy i1n RONM. kEoth routines achieve Lhe £ &ame resalte
LUt the second 2Ives 8 SEVING 10 MEMOTIY TEquirements,

The calis €0 ts1 shown ate enily applicacle ter the Spestsium b
the princifpie 1s exactlyv the same 1or other ZEBZ besed machilnes, such
&5 the Amstirad. Thée only read diltrerence from machine to Me=Chil g i's
the agdiess sprecitied as paift of the “ALL stalemsnt.

liste that Wwse LS5 made &t F] LeFm SLaELEMENT which 16 rgt anr
asscably langusgs Lnstiuction byt an assembilesr directive and 18 used
bv Lhe sssembiel fProsiam whelh assembling the scurce code. The LEFM
directive tells the assenbler to reserve SpEace 1n memor, equal Lo the
£1ce o1 the cperand, In Our Ccais o bytes, and dertine Lhe cotents (] §
this space to bDe St 1o Tne Azl repiesentation of the Qp=sraina, i
our cate "Rdventure™. Thus, 5 contiguous bytes tolicwing the RET
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Instruction woula be set to the values Bt. lvw, 118, .. &nid 80 Cele

These are the ASCI|I equivalents ol the charscters "Ady..." ete.

Other commoniy used directives &re ones such as DEFEB, tor 'detine
byte', and EQU, for 'equate lasbel with operand’'. As | use each of the
directives | will 1neclude an appropriate comiment to describe it's

Tunction.
keading the kevboard Is, of course, a prime concern and on the

Spectrum a technigque tor this 12 te continually check bit & ot Lhe
FLAGS system variable (st addiess 23611). Bit & ot this address 18 set
by & ROM routine which is callea automatically. When & ke, 1s pressed,
the ASCl| code tor the key press ts stoared in the LAST KET system
veriable (at address 235€Q@). The tollowing code can thus be wused Lo
read the keyboard:

RES E,11¥+1)

reset bit & ot FLAGS
(1Y 18 & register palr normally holding 2361G)

WAIT HALT - torce Spectrum's KEYSCAN routine to operate
BIT 5,t1¥+»1) - test bit 5 ot FLAGS
JR Z,UWAIT = Jump back 1t tlag not set

LD A, (23560}

store ASCIl value ot key press in accumulator

Mext moon | will start the design and coding of a command LT EINE |
routine and by that time | should be &ble 1o arrer some Amstrad
fSrFeclillc routines as well.

| welcome any queirles and commenls you have and will help wilth
anv problems as best | can.
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Lrossword oevised by C.Hester

Crossword

HORIZONTAL CLUES
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fches 1ntld coples ol a

I advENLUIE Magazine (&)
tten with incentive 16

g & plus With Maths (3)
spsence of the singular 12,31
Exlsting creature 159

Lowest pointed marh 2,49
Finish together a knot (3
LAl petose athletics 120
~gatha Christie plavy 101
aucmed petipherai? 190

vl Y Emall amocunt of mone, -
cne p shosrt te puy &8 hot Lowl?
1!_.
EFEl tas+ talkati.e American
petrol (39

o exats! (3

EEl -reck this T&f wour pr
Lt

BEl » ingdom (S0

B2 &t 1o ashes 13

Bl »~ erage Spolisfurt Iin lhe
Seltinel? (g

BEE z=:toc! edam tot Ingrid
cCleatols minus 7% (1,50
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VERTICAL CLUES

B Forbidden Intocom title 1inm
Autumn? (6]

Home ar the Three Eears ana
mire (519

Heptune's delight (3)

Lreity 30

FIE czddest and |loudest perscn I1n
the town (%9

Febleda beastie tuined
COoOMpUter (o

Aangry Bomb The EBEass hit
Wwithout the Bezt? (9 or 2.0

] A5k tTJurihedr IntTormatlo

BE Custacie (7)

Fod Hull's intamous biga 329
Bl L+0 gente tabing over trom
&d.entures?® (1,1,1)

flethod (6

Lrashing l1con LB

i leach sville an the ralls? (2°
= (hick 50

I <l obiects aie rted he:rings
wWwithout & === {(3d)

HE Hovel pretaw L2
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Whatever happened to..?

Each month |'1l] be taking & lock &t pPrograms the companies lefti on the
shelf. Adventures that Tailed to appear; utillitises that were never
completed. It wvou've BNY sSuggestions for this part of the magzazine,

Why not write in and let me know? Maybe there's a program you've been
Enticipating ftor & long time thnat seems to have been torgotten about.

Val ley OF The Source

To start with, remember a classic aoventure that had many BBEZ
owners raving over the graphics? Yes. that's right. A BBC adventure
with graphics!! A seemingly rare beast and for once BEC oWners weren't
Torced to watch their Commodore and Spectrum oWwning rtriends enjoving
games wWith graphics that, when converted 1o the memory-tight Beeb,
always came out text-only. The game? "Twin kKingdom Valley" 1from Bug
Bvte! The graphiecs emploved a unigque compacting routine that occupied
abut B¥K yet was able to give hundreds ot large and colourrul plctures
to all the locations. The trick lay in Using a set ot base graphics,
such &s & chair and a table. and repeating these throughout the game,

but 1n diftering sizes and combinations. It wou've seen "The
Illustrator”, {(t's very much like the way You can move and scale an
cbject, all trom one initial drawing. Well, wasn't "TkV" & good game?

Vhat better than to release a folloWw-up. ..

Since "TKV" was released on the BELC, 1t became subsequently
avallable on the Spectrum and Commodore €4 too. Owners ot the latier
machire looked set to be In for & treat {(ano Frooapily others computers
too) wnen in early 196%, plans were revealed ror a rollow=up ta "TkEYV"
to be called "valley Ot The Scurce”. The man responsible was Trevor
Hall whe was claiming the game would teature halt & million locations!
Wow!!! The plaver would have to search thnrough these (What, all of
them?) in order to rind the source or the Kiver Ur Gold rrom B i "
Amazingly, each location would have tour views 1in tull=-screen size,
like "Lords Of Mianight". There would aisc be animated sworn-tights
pessible between the many interactive characters. All sounds =& Bit
like "Lerender Ur The Crown", but don't rorget this was 1S85! The game
was set for release at the end ot that vear, but only an the Commodore
128 due to the many astounding reatures programmed 1in.

It 1s now four years since the game should have been released. l

tTeel cheated when such Incredible claims are leaked about a
rorthcoming game which then tails to appear. Where is it? | WENL my
"Valley Or The Source™!i! Imagine all those &5@8,000 locations to
explore - montins and months ot saventuring to enjoy! Each location

graphically depictea! Surely a WInning program with so many StunNning
features? But that's just {it. There mUst have been too many teatures
for the good ol the game. Imagineg 1t you were Writing an adventure on
the Commodore 128. Tou'd barely have encugh f(oom for Bl the
locations, whlceh would have to be COmplessed of cCoOurEe, let @mlone
Fictures of them, never mina = game &8 @ well! How takbe & nhundred
locations &nd you could de a game i1n 32K! Halr a million wauld talke
more like a super-computer! Bul memory's no problem i1 You've access
to & disk drfive, You simply Store as many Fatts ol vour game a5 you
l1ke onto as many disks ae vou like! Intocom games aren't limited by
the inteinal memory o the computers they rfun on, the text is stored
on disk, waiting to be calleo Up Wheneser nNecessaly. Henice the

abundance of text 1n an Infocom adventure. Now had 1t been Infocom
instead of Bug Byte attempting "valiev 01 The Source® and | recion
we'a have séen the game 1n the shops as scheduled in 1965 | also have

no goubt that & lot o pecple would have bBought It on the Et1englh ol
"Twin Eingaom valley"™.
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Next month...

Hopertul v, here's whalt's 1n stole rTor |lssue 2 ot Adventure Codei -
ocut mid-August!
x the first lebllers page - that is, unless no-oane wiilles in!
* an article on advanced FAW routines trom a top Bdveniure Compaly

* |less of me, more ot what you'wve written, so get writing and ses youl
Name In print...

» GAC ana GAC+ pokes tor the Commodore 64 to alter the screen colours
*» a dgeeper lock at GAU generally and the bugs to avold

e some STAC routines t1or 51 users

* anothes supert story

* MOre amaZing artwork U7y

= a look at anoLher FLGREL ail that nevel gD“. releasaed = will 1L be =
Utility or a game?

5 Turther deJi1ous Cfgeeoard Tto Calrle you, fluE Lhe anhzwet s LO Lthie
month' s

# the second pait of Faul Brunves's Tasclnating article on maahlne
Sodivig youl adventures

# more FAW routines 1n Gesrge Maren's FAW Prints column

s another wacky zany chart - what'll the subject be ne¥t month?

All this, pilus a host o1 other 1téems Iin the next Lssue O Adveniure
Coder, enly EL!




GAC to the drawing board

by Lhris Hester

Graphics In adventures? Who needs ‘'‘em? But you've bought
Iincentive's "GRAFHIC Adventure Creator", so you'd better make use ot
the tacilitles {t orrers. Besides. without pixel=-pretty pictures, your
mega adventure won't be worth & tning in the big bad protessional
market out there, where no piccies means no reddies. like it or not.
Level & have 'em, Magnetic Scrolls have 'em, and now even Intocom tooc!
50, unless you're satistiéd with selling a text-only game on the home
market tand Wwhy not?) then graphics are a must., GAC doesn't score too
badly here, though it's far trom brilliant. | hope to show vyou Just
how Lo get the most out of what's on otier,

Co l owur

The right colours are essential to a successtul graphic. Try ang
choose colours that 11t the subjlect you're drawing., A garden would
probably meed GREEN, ror the grass, and a BLUE Tor the sky. It the
text tor your garden describes & prominent tree, then that should also
be wisible in your graphic, so choose a wood colour such as BROUWH or
UkANGE TOr the tree. But wait! Trees can alsc be GRKEY or MWHITE and
many otheéer natural shades, so vou're not limited to just Brown. Loan®t
choose a bao colour, though - blue would be most unsuitable ftor a
tree! Since you've only rour colours to use on the Commodore 64 and
amstrad versions ot GAC., try anog choose Tour colours thet not only
give You enough to draw your Wwhole pilcture, but also look good and mix
well. Blue may be tine for a skv and orenge 1ine for fruit, but ecome
ta shadlng the background and vou may rind a shade rTrom these colours
looks reveolting, so you'll have to alter your biue to cyan to get &
decent shade. With the Commodore B4, blue and orange give & truly
a1sgusting shade, ripplea with undesirabile lines. Experiment by
cycling through the colour bar at the side orf the screen until you get
& good mix. Shades can make or break a graphic, so get wise to decent
combinations of colours as yYou can use them again and again in other
graphics, even selecting colours for & good shede Lo sStart your
graphic with, Shades mre essential to getting bevond the restrictions
of just tour colours. (They can be a two-colour Octted mix uUsing any
o¢f the tour ecolours.) For instance it your graphic uses red, yellow,
freen Bnd blue, stralight away you might reali1se that red and yellow
will give a shade resembling orange. Also, vellow and blue will give a
ETE€EN, SO Lhere you might not need Lo select greemn i1tsellt &as one of
the rour colours! That gives you the chance to select anothe: colour,
say purple.

There aren't any set rulés ror colouring objects. you have Lo learn
from experience., OTten what you think will ve & sultable colour
doesn’'t somehow look right on screen and you may find an  unusual
colour Wworks better. As an example, You may have drawn & room witlh Uhe

doors visible and decided to have these white. However, this may l ook
too harsh and cold - perhaps yvour room nas & lireplace 1nside it? l1
g0, selescting yellow 1nstead of Wwhite mav give the Plcture just Lthe
right warmth ! coulour anag not Jook unusugs |l with YeEllow aoal s, AL

least vyou're not painting i1n oils, wnere you'd be stuck with a colowul
once chosen unless You painstakingly went over It with anather colour!
un the computer you're free to alter your colours as vyou wish wuntil
You get them right.

Another point of advice 15 to avold overuse of garish and gaudy
colours. You may think they |ook good as colours o theill own but the
resulting graphic might well look a horrendcus mess. Colours around us
are genelally a lot duller trnan those on & compuler sScreen - & walk in
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the park woulda gpiesent you not with Ebiright red., Biigiit Bledn atid

Dright Crange., bul a Whoil®e Tange ol Efeens, some qulitite dai Kk, & o
varlous shades o browns that a1e bevond cheaper computers., Even blachk
isn't as jel black as you get wiilh & computer - aue to li1ght Traom the

sun, Of & lamp 1n your room, a black ball wi1ll appear grey ontop and
dark grey on the sides. Unly near the botiom will it appear dark
black. There might also be a white highlight, a retlection ot the
l1ghtsource such as an electric bulb visible. Black? HNot quite. The
Comnodore i1s blessed with three shades of grey as well as black and
white In it's colour palette, so objects ecan be made 1O look VErY

realistic using shades orf all three greys. You mavy be writing a
historical adventure, perhaps set 1n thne Twenties - wWhat betrer than
to use "black and white" pictures Iin your game usSilig white, light

grey, datk grey and blaclk. It would look very atmospheric!

Colours are (n the end personal and no one can Say such-and=-sush &
colour will e righl t1or Youl gameé. 1Tou must EApErIment and legrnm
which colours work best and which you like yourselt, Most ot all. haJe
pun!

FPerspectlve

This 15 &an extremely usertul toc | for designing wyoul gragphics.
basically, pPErspective 18 a wWay (=5 ¢ showling obiects LT Lhe mast
tealistic way possibie. so Lthat obiects tar awa)y appear smaller Lhan
those Nealtef you. and at tne coirecl angle. Ferspecrtive wWorks on &

grid which stems trom a focal point. This 18 the rirst thing Lo
estapblisn, The rccal polnt relates te where Yyou are locking at @
scene. This determines how your obijects will appesr in Lthree

dimensions. Ferspective 15 & very reaslistic approach 1o use and you
may Tingdg it too f€al Lo use, perfersing & mere artistic method o1
grawing vyour gragphics, but | doubt 3t they'll be exsct and |'ve seen
man, & game Wheie the laws of peispective have been broken so badlv,
obi1ects 1n the same [OOm appeal te be Tfacing compietely difterent
Wways, &s 1T stuck on the screen and not in the room depicted at all!
10U CaEN'l BO MWIORE with perspective because once your gild 15 sSet  up,
everything simply f1ts onto that. 1o set up the WwWhoale graid. declae

Wwnere vour local point will be then. Are vou loochkang 8t the View trcm
& docrway I1nto a room? If so. place the focail point halt-way down  the
screen 1n the middie. 1ou might laike to place @& Lot &s your tirst

glaphic command s11ce the Curscr Starls band in the midgdie ol the
plcture. but masope vou're Jooking aown trom a castie Over & village?
Then the rocal point must be placed high up, but not necessarily 1n
the middie ot Lthe LOop llne. 30u might be lociang Gut of Lhe lett
turfet of your castle &ano 1t might be an ides Lhererore to sel 1he
1ocal point ort! 1o one si1de a little, &S 1 YOu Were viewlng Lhe SzZéne

trom the s1de. 11 vou're looking I1nstead at the Castie gabtes Trom Lhe
welness 6! the mtat (having tallen 1nl) then place Lhe Tocal FOlnt an
Lhe wuoltom. Hae.ing decided upcn the Ylewpolnl ol 00l Rlclure, place

s Ligt there. From Lhat oot. most ol your lines must siem!

l rine that & iot ol obiects start off best as a simple box shape
Tfom Wwhich vou Ccan Eo on te altey that shape Lo Lne ok ject required
and add detayl. Berore you putl in any coiscts thowugh, yow must think
abcut the space they will ocecupy. ‘Are they 1n an Open Ilei1d of a small
foom? Can youl Se& the whole ot the room, orf ‘are vyou at tps si1de or 117
Wher | Wrtte my 1ast sdventute, "Runaway™. vor my Commpacre Sa, | sel

1t Iilmslde a NMou=Ee Wwhilch meant thalt each ISCatlon Was 1Nnslde a oo .
Foi convenlence | B130 maoe mast foons the same s1Ze. The Pplaver Saw
the Wwhole rodm 1 The graphic, which meant a lelt wall., a right wall.

% bacr Wwall, B cellingy anad the tloar. This was l1ke ook lng It a
tectangula: box. The 1685l peinl Was consistently In the middle o1 the
sc1Eeh as well. From thnere, | diew Tour lines opul Trom the middle dol

23



Lo the cornmers orf the border. This gave me the wWwalls, celling and
floar though i1t looked like the room went on tor intinity, 20 &a back
wall was needed. This was selL up by Placing a large rectangle oante the
lines. This is where a grid comes 1n immenzely handy. Lrawing Lthe room
Treehand would mean you'd have to use your Judgement to place the back
wall sccurately. However, with a grid ot lines drawn to the middle
focal point put in first., the bsck wall has to 111t onte the four
lines, or it'll simply be wraong. Once the bsck wall was put 1in, the
foom Wwas complete. This box-shaped room could then be called using the
Ficture commana at the start of every new locaticn. Bul what about
Gbjects inside the room? Hy rtirst obiect to insert was a Dbed
stretching 1rom the lert wall to the middle of the room. Here Bgain,
PErspective came in immensely handy. To draw the headboard of the bed,
all | had to do was draw a line out tTrom my tocal point halft-way wup
the lert wall, followed by a straight line down to the Tfloor. Again,
the bed could be visuallisea primasily as a boxk=-shaped chiject. The
trouble comes when vou find that you'wve drawn the lines to make up  a
box but it looks like ene of those wire-trame models. The trick s to
eliminate the lines that won't actuaslly be visible. i.e. the back oI
the bed and also the edge of the floor thatl the bLed covers up. Te do
this requires you to go back oves yvour lines only drawing thase
that'll be seen trom the viewpoint o! the Flocture, 1.&8. the tftront of
the bed, the remainder or the wail and rloor, ete. It you rind this a
little complicated, then select = ditterent ink colour to show Which
lines you've gone over - you can always altler the ink colour again
arterwards. | tound it best to step back to the original lines atters
Bolng over them and deleling ea<n line as | worked round the objlect.
This meant that when you got your whole picture to draw up atterwards,
only the correct lines came up. The back or an object would not be
drawn up, as you'd have deleted it. Notée that many |lines are simply
deleted away from the wire-rrame object and not EOne oaver agalh.
1ou're not duplicating your work gelng over the lines, you're actually
selecting only the parts o1 the “ire-rrame that you choose to be seen.
10U may rind that same |ines eng up Wwith & fraction of their original
length. vet that bit mav be necessary to complete part of the object.
Wnen aill this 1s done, you'll rind the obiect loolkes ancredibly
realistic and amccurate in it's Eetting, as you can see Irom the bed
and the wardrobe in tigure 1, The wardrobe was set Up @gain as another

box and 1t's hidden lines removed, that the viewer wouldn't see. Hote
that part of the original box shape of the room &lsc gels oeleted, and
¥ou can see how the bottom corness of the back wall have becaome hidden
from view. This requires you Lo step back arterwards and delete the
back wall rectangle, having gone over the remainding visible lines
Bround 1t. It may sound & Jittle complicated at first, but you'll soon
get the hang of things and be creating vour own  graphics that lock

Just ragnt, call them 30 graphics it you |ike!

Ellilpses

These are the two most userul commands in the graphics section at
GAL and you'd be Surprised how versatile they can be. Ellipses can be
stretched horizontally and vertically Blving rise to circles ftor a
start. What better Shape to use tor a graphic? A circle can be made Lo
be & sun in Lthe sky, a wheel on a car, & civystal ball... it you're
USITE & pPErspective grid as above Lhen vou'll fiva you can Ansert
cifcles 1n vour picture as 11 thev're Iving on the walls, simply =%
using an ellipse. Take & lock at the mat on the tloor in Tigure 1, To
the viewer, Lhis 15 clearly a round mat. ver 11 18 Jdiawn uUusing twa
ellipsés - in other words the ciicular matl has been stietched to lie
on the tloor. Lan vou spol any other &llifpses used Iin the roesm? Na?
Houw sboutl the wardrobe door handles! Amzzingly Lhey ate drawn using
Just Ltwo &llipses. small enough Lo bBresk U into Filrels that Can't
show Lthe curves any Tiner so Lhe ellipses appear i1aggea. However, tar
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tram Lhis Belng undesirable 1t adds Lo the effect and creates whai
would otherwise take sevelal lines and dots. Elllpses can be wused to
look like lines, thus saving vital memocy in the computer. The handles
on the two room doors loock like they were drawn with & dot and & line,
They are Intact alsoc ellipses, that &are so small Lhiey appear Bs
crosses that overlap onto the edges of the door. Good, eh? See for
yoursel! the many shapes ellipses can create - vLhe eEmal ler thesy are
the less like ellipses they become. There's even a Way to chop ottt an
ellipse when 1t looks like a circle te give a semicircle or less! This
18 shown 1n fti1gure 1 at Lthe corners of the border. There, an ellipse
Wwas drawn al the coiners so that thres-quarters of the circle would
havwe had te be diawn outsiae Lthe edge o©! the proture. Since this fsn't
possible, LAL Jlatiens the ciscle alcng the edges, yet leaving the
part i1nside the picture nice ana 1ound. Herice you getl & guarter at B
cirgcle! This i1s usertul for corners and shapes such as a2 seLting sun -

place the sun at the bottom ot your pileture and 1t*ll tlatten out to a
semiciircle.

Fectangl es=

One orf the tricks | round here is to replace two adjacent |lines
with a rectangle. The edge of the wardrobe in T1gure 1 might be drawn
in several wavs - wilh lines and then Tilling the space inbetween, or
with lines and aading a couple ot 1nner lines to draw over the Space.
Both techniques require many lines, at least three. However. with just
Lwo rectangles you can Create Lhe Same etfect. Siim the rectangle down
until the s1des touch and you lose the middle space = 5O Now have
what looks li1ke two lines together, which are really & closea
rectangle! Flace this down and it takes up the room previcusiy nesded
by two lines. upen reclanglies can also come in hanay ine replacing

wastetul lines as In Lhe door on the back wall. It 1t weren't raor Lhe
bed. the oooer might have Deen arawn wiith 1% lines - three along the
cuter edges and three T0r Lhe I1nslde rrame. However, instead ot six

lines. why nol use Lwo rectangles! L doesn't matlter that a rectangle
might overlay another line 1n your ploture as you'll be sawving bytes
using recltangles 1nsiead o Jines. One ror the outer edge ot the door.
and one ror the inner rrame! Alas. once | put the bed a1n. | had tc
re£oil back to lines as the corner of the bed went over Lhe Qgoor!
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The Burning Man

(1982 Rewrite: - &n original story by Christopher Hester (C) 1980

It all began one night in the warmth of a cosy ltving room. The

¥year doesn't matter, nor the davy. Judy lay eomrortably on  the
leal-green sota, enjoying the hest orf an open tire. She telt relawxed
and easy aTter @ busy day Bt the ottice. Her auburn hair rell down
around her slim neck touching the cool pink dress she wore, Wwith a

lipstick red belt. Judy was in her early twenties yet sashe stil]]
maintained the yvouthtul Jook she'd pertected at 19, Ehe had never
married and only dated cccassionally. The relationshnips neve: seened
to last long. What dig it matter, she thought, and stretched out,
dropping ort her white high heels into the carpet floor.

Flickering firelight softened the hues of the room, Fainting the
walls with agancing shadows. Just right, she thought, smiling to
herselr. The tireplace roared and crackled, a small chopped log
burning nicely ontop of the glowing cocals. Judy focused on the lag.
then the ccals. How hot they ourn, as hot as hell. The tlames were an
ever changing pattern, & play of tire and light. [ can almost make out
glowing shapes... thought Judy, studying the tiery tTlames from the
coals. [ifrrerent shapes, likhe animals, birds, & race...

A tace. The face ot & man. His eves burning out at her, almost
real. Joc ress, she thought. But the race didn't change. Judy blinked.
=till & tace. With a nose, and a mouth, lips on tire. The tece grew
clearer, the heat more intense? Judy watched Tlabbergasted as the rtace
eppeared to rise up Trom the coals into the litesized head or & man.

"Do not tear me, young lady." spoke the tiery head, with a rough
tone. "There 1s nothing to be scared of. 1ou are = pretty signhnt." Tre
head rose up, revealing shoulders that scon gave way Lo arms and a
chest, until the blazing tigure of & whole man eEppeared at the
rireplace. His body burnt with a rerocious heat, grest rlames licking
his entire body trom head to foot. Judy lay transrixed upon the sofa,
not daring to move, yet she rtelt strangely unfrightened by the rigure
berfcore her. He held out a hand, 1t's Tingers lost in  the engulring
rage ot heat sizzling the air.

"Come with me, young girl." asked the burning man. "¥ou will know
what | know..."
"And,.. and what is that?" she asked the man on Iire, cautlan in

her voice. Was she now dreaming?

"My lite is the lire or tire. the lile or eternal heat. See this
hand, this booy? It 18 on tire, vet | do not burn away. I &am proot
that | exist, rorever to live entlamed."”

"Where... where do you come trom?" she asked him righting a oesife
te leap 1rom the softa and run., yet there seemed to be no IEa80n Lo be
atraid.

"Ah... that 18 & long story. | was once a human being, ex1sting
like vourseltf, with the inability te witnstand Stiang heat, tor |
would sutre: great pain trom burns. Eut one dsy | wass &t home, sat 1
comrort, when | thought | could hezr a nolse outside the T oom liie
that of & bonrire. and | realised the house was indeed on rlie! |
Struggled to reach the acor and escape, but | let 11, Lhe flames and
the heat torced me back. | tell over., and tried to reach the window,
but the tire had leapt te the curtains and the whole 1com Wes @ablace.
I knew | was tiapped. HIU Tlemes L1Chked &1 my Tlesh a8 smolw wbuaded
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intoe my lungs. | collapsed ano wae ournl to destlh, but ncw 1 Etand
here, St1ll burning. When you it the open rire behind me. | wWas gi en

B chance to refarm my body here, in the ELrength ot the tlames, Fire
Was once my enemv, nNow it is my rriend. For, you se&, when | died, my
soul Was not allowed intc heaven, but sent strasight to hell. Tou want

to know what hell is really like?" Jud, remalned silent, teecling &
miwture of suppressed sympathy and tear.

"1'1) tell you what hell is really like." he szi1a burning to tell
het. "Hell is... death. A constant oeath. However wou die on Earth,
you are kept dieing Iin hell, never allaowed to complete yvoul dealh.
yous soul never 10 pass on to heavern. | died in tire. so hell for me
s this rlery shape that vou see betore yvou. | am rorced ta burn like
this 1orever... bBut hell 1s like any olther place, 1t has a way In snd
& way out. | seaiched ror many years to rind & way out, in the hofpe
that | could complete my death elsewhere. Evertuall, | cCame URSN &
tiny hole - an opening it hell that leag dowi & deep corridail to whet &
I knew not tall nwow. That corriocr led me here, Lo your tireplace, and
yet still | do not rinish dieing, It seems | Wwill B&lwayg be tLhe
burning man." He stopped ana peered down at his legs, the melting

rlesh that never melted away, engulted 1n tlames. A moment of ssdness
tell over the room.

"Ferhaps it is not good that 1 have come here,”" he pondered
outiloud, "I'm atrai1d my presence has a rather mnastly consequence taot
youw." Judy sat up on the socra.

"What do you mean?" she demandea,

"It 1s possible tor me to remain on fire |ike this, but yoau are
still a living being. Flames do vot burn me, EBut the, bBurn the Lhings
arcund me. Have vou nat norticed the carpetl is &n rire near m Teet
Within seconds the whole Ilocor will Be alight, and vour sdota
surrounded by Tlames. There 18 no hopes =¥ Your SUrVIVE] L T=1%" L"m
SCiry, 11 1s toc late.” He lookea around the room s the Ilames sSpread
across the rloocr and uUp the curtains. Judy sereamed and leapt up in
the s0ra as fast as she could, bul her dress was &lignt, flames &nd
Smoke draiving up heél body, WIitLthin & minute she Was Burnt Lo deat b,
Whern the riames had engulted Lhe enti¢e FoOm, the BUIRLRPgE mMan returned
te the Tireplace and stepped back inside the corrids: to hell. He dig
not wish to return, bul he could do wo gooda on Earth., et rie Lhougnt
It might not be 25 bad in hell as it had been belfcsie... AL the end of
Lthe carridor he saw héer, on tire fust li1ke nimse 1. Jud, TOGKE B1gE tasnd
Bnd they walkea thiough hell toagether.
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Useful addresses

This list 1s intéended toc helip you 1n selling a game and getting 1t
revieved. Often you may know the name of & company that's published
adventure games berore. but you can't tind the address anywhere! Well
help 18 8t hand here. What's more, where possible l've &lso i1ncluded
the telephone numbers of each company incase you want to ring and ask
them what's happened to the game vou sent in. Even if vyou're merely
arter additional information on a company's products, stop searching
madly around tor an addiess, 1t'll probably be here ready tor you. It
you have any other addresses you've found usetul in the past, let me
know and 1'1l include them in future issues.

AHMI = Amiga 500, imaybe 100¥, 2000 too:

ARC = Archimedes (335, 316, 310M, mavbe A30O® too.?

BEC = Acorn BEC Micro

C64 = Commodore 64 imaybe 684)X. 128, 128D too)

CFC = Amstrad CFC 1464, 654, B12B)

ELE = Electron

248 = Spectrum 4Bk tmaybe 1Bk, 4Bk+, 128k, +2, +2 toos

ST = Atari S205TFH (mavbe S20STH. 1Q¢40STF, MEGA 1., HEGA 2, MEGA &,
STE too:

Vak = various computers

ADVENTURE MAGAZINES

VAR: Aogventure Coder:- Christopher Hester, 3 West Lane, Baildon, Hi1 .
Shipley, West Yorks, BEBL17 &SHL.

VAR: Mandy FReofrigues. Aoventure Frobe, 24 Maes Y Cwm, Llandudnao,
Gwynedd, LL3@& 1JE.

ADVENTURE COLUMNISTS

VARk: Steve Cooke, Ace., Friory Court, 38-32 Farringdon Lane, London,
EC1 3AU.

AMl: Dave Eriksson, Amiga Computing. Latabase Publications Ltd., Eurcpa
House, Adlington Fark. Adlingion, HMacclestield, SH1d 4NF.

CFC: The Filgrim. Amstrad Action, Future Fublisning Ltd, 4 Wueen
Street, Bath, BA1 1EJ.

5T: Brillig., Atari 51 User. Database Fublications Lta. Ekuropa House,
Adlington Fark, Adlington, Hacclestield. 3SK1@ 4uk,

C64: Andy Moss, Commodore Computing International. Crortward Ltd,
Finsbury Business Centre, 40 bowling Green Lane, London, EC1K ullE.

Cé4: Gordon Hamlett, Commogore Disk User., A1 gus Specialist
Fublications Ltd. Argus House, EBoundary Wav, Hemel Hempsteazd, HF2 7ST.

CB4/AMI: FKeirth Campoell. Commoagore User., Friooy Court, 30-32
Farringdon Lane., Lonaon., EC1 3JAU.

VAR: keith Campbell, Compute; + Video wames., Friery Court, 30-32
Farsingaon Lane. Lonoon. Ell 3AUL.

ELE: Ferndragon, Electron User, Latabase Funlications Litd. Euraopa
House. Adiington Faik, Rdlington, Hacclestie1d., =il 4Nk,

VAk: Faul Rigby, lThe Games Machine, FO bBox 18, Ludlow., Shropshice, SYE
1DE.
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BEL: The Mad Hatter, The Micro User, Database Futlications Ltd. Europa
House, Adliington Fatk, Adlington, Macclestield, SHK1O 4UF.

S48: The Sorceress, Sinclair User, Friory <Court, 30-52 Farringdon
Lane, London, EC1 3JAU.

S48: Mike Gerrard, Your Sinclair. 14 Rathbone Flace. London, W1P 1DE.

CE4/AHM]: Frotr Norman WNutz, ZZaP!. FO Box 10, Ludiow, Shropshire, Sr¢8
1Lhb.

BUILDGET ADVENTURE CoOMPANI ES

VAR: Alternative Scoftware Ltd, Units 2-6, Baileygate Industrial
Estate, Fonterract., West rorkshire, WFE 2LH. Telex: ESE79a4 REe L1sd G
Fax: (@977, 79¢z243 Tel: (R377) 797777

VAR: HMastesrtroniec, 2-4 Veinon Yard, Portobello Road. London, Wli 2D,

VAR: Rack-ltL, Hewson Consultants Ltd., S6E Milten Fark, Abingoon, Uxon,
OX14 a4kk. Tel: (@23E) B22039

S48: John Wilsen, Zenobi Scottware, 28 Spotland Tops, Cutgate,
kocndale. Lancashifre, ODL1Z THX.

ADVENTURE UTILITIES AND/JOR ADD—-0ONNS
548: Camel Micros, Wellpark, Willeys Avenue, Exeter, Devon, EXZ2 BEE.

VAR: Incentive Sortware Ltd, Zephyr Une, Calleva Fark, Aldermastan,
Berkshire, RG7 4ub. Tel: (@T725&: TT72BE Fax: (@7356, 6940

VAR: Gilsort Internaticnal Ltd., 2 Fark Crescent, EBariy., Scuth
Glamorgan, CFB 8HL. Tel: (Qa4ag) 732765

S4B: Gerald KFellett, Kelsortt, 2B Queen Street, Stamford, Lincclnshire,
FES 105.

S4g: Simon kaimberiey, Simicre. 115 Yelverton Rosd. Coventry. CvwE 4AG.
CASSETTE LDUFlL. ]l CAaATORS

JBEZ hecords, Freepost. 19 Sadlers Way, Herttord. 5Gl14 2Er.

McGregor Tape Services, 42 Anchor Avenue, Faisiey., FAl 1LD.

Simon Stacle Froductions, 2@ West End, Launton, Uxon, OXE& ODF.
STATIUOUNERY ; FPaCk aGl NG AL FRI1IKNTI1 MG
Launton Fress Lta, Wedgewood Road, Bicester, Oxan.

Miliway., Chapel Hill. Stanstead, Esszex.

S&M tFiocessing! Lld, wotts Road. Wellington Eridge. Lesrds. LELZ LEE.
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Adventure Coder needs you!

Without yYour Support, there 15 Jittle to make
Up @ magazine. I'm looking tor contributions on
any aspect o! adventure writing, In particular
these things:-

s 16-bit utility routines 1such as those ftor 31AC etc.)
# anything on converting adventures between machines
= any aitwork you might have drawn - how sbout drawing the next cover?

# anvthing on how you vourselt set aboul creating an adventure - we

@1l have our own ways - do you start with a detinite plan, or let it
grow trom an idea?

# short-stories to form & break Trom the other Fages.

® Ccartoons!

Never teel what you have to ofrler isn't good enough. The anly
reason | can see tor materisl beling retused is it something very
similar has also been sent i1n that moenth, or there's a lack or Sfpace -
In which case [°11 1it it in the fcllowing month! However. to make it
easlier 1or me to use what you'wve sent, there are a tew points tc bear
in mind. though you don't have to follow these as golden rules.

1} Try ang use A4 sheets ror your articles. drawings ete. This 1is
becsuse Agventure Coder is pasted up on A4 sheets and thern reduced Lo
AT rTormat &S you have it in your hands now. It doesn't really matien

11 vou have something on another si1ze Of paper. but A4 is the ldeal
g1se o Use.

2) When posting your matejial, the best way to send it 1s by sortls
telding the A4 sheets once down the middle, Thev then tit insice an AS
envelope. Any turther rolds and you get too many creases in the pages
which have to be tlattened out when stuck down ftor printing. Flease
retrain 1rom tolding your pages every which way and cramming them in a
tiny envelope!

3) 11 you ouwn & typewriter or wordprocessor, it saves me a lot or time
Y1 vour wWriting is alresdy tyvped up ready for Inclusion. Try and use a

decent margin likes you see on these pages - about a centimetre all
round will do rine. Lon't werry 1t wvou'wve written somelhing 1In pen
though = | ecan soon tvpe (it up! (For wordprocessor users however, l

h&.e my program set to a Lelt Margin ot & spaces plus 2 at the top and
£ at the bottom. The number or characters across the line i1s set to T¢
and there sre 7@ lines down the page too. Note though that your
CompEULEeEr sSystem mey print tesxt larger aor smailer than mine so these

Tiguree may be of no use. Then again ¥ou might tind them i1nvaluable in

seEnNdINE I1n tTdentical copy like You see here., Also | always Frint using
liea) Leller Quaslily vHUL.Qr bul don't worry 11 veur pranter aae=sn't
ha.& that, JUst make sure your print i1sn't too taint. | ' e sel Lhe

computel Lo Prant & page that tits insiae & lem boraer with 3 22zm
Eottom a1e3 where | later add the pasge numpers. Tou could try Frinting
alitterent Wwidihs 1o get & Similiar result to me.
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Letters sent to the magazine may be chosen for publication unless
marked "Not ftor Publication". It you reguire a reply other than
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COPYRIGHT

Copyright on anvthing which dees not carry the writer's name
belongs to Adventure Coder. CopyrighlL on all other items lleg with the

writer as Adventure Coder does not pay tar contributions. Headers
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